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THE CKEW AND THEIR TOOLS, 
AND HOW THEY WORK 


This chapter will give you the lowdown on each of the characters in the game, their abilities, and the 
weapons they can use. We'll also have a look at some basic strategies for overall gameplay. Finally, we'll 
show you just what you need to do to advance in Kaos, the map progression; and bonus game and Last 
Clone Standing progressions. Let's get to ith 


THE CHARACTERS 


There are five characters that you can play in any of the games, from 
Kaos to Last Clone Standing to the Revolution. Although any character 
can do the job, each one has some unique attributes that may make 
him or her more or less appealing to you, depending on what game 
you're playing. Let's have a look at them: 


MACNEIL 


Roy МасМей-а.К.а. "Mack"; a disgruntled ex- 
cop who refused to carry out the 
Corporation's brutal enforcement = : 


MacNeil is the first character that comes up 
on your screen when you start the game. 
He's the character that we used to shoot 
the screenshots for the Revolution portion 
of the game: So, for those reasons alone, 
you may be partial to him. That said, 
MacNeil is a very capable character, and 
although his hand-to-hand fighting skills 
aren't spectacular, they're adequate and his 
ability to run fast and use an Uzi make him 
a great choice. 
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MacNeilis tough, and he's not too bad in 
hand-to-hand combat. Of course, he’s no Bull. 


/ кай 
MacNeil can wield weapons with the best of 


them, or more appropriately, like the rest of 
them. 


MacNeil's patented flip results in the enemy 
getting an extra shoulder separation at the end 
— beautiful sight. 


LIBRA 


Formerly attorney Anna Price, found guilty of con- 
spiracy {о free political prisoners, Libra may have 
Freedom Network sympathies. 


In short, Libra is a tough little mama who not only 
enjoys getting into it with vicious kicks and jabs, 
but also likes to hop up on her enemy and gouge 
his eyes out while her legs are wrapped around 
his head. She also 
likes to flip her foes 
over, front to back, 
by locking her ankles 
around their necks 
and then doing a 
back flip! It's a sight 
to behold, indeed! ЕНИН r raanarror 
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Libra has got some sweet moves. The 
Dash Tackle is actually a spectacular 
forward flip! 


Libra's Grab Attack is also very cook 
she hops on the enemy's head and 


jouges his eyes! poe - rca 
guste ^m / 
9 - : 5 . pos 
If you want to give the enemy a headache, flip сєз Si 


him on his head with this reverse foot lock! She even kicks like а 0 from heil! 


SPANKY 


Ex-gang member, “Spanky” is thought to be a 
recent Freedom recruit. This suspect should be 
approached with caution. 


This guy looks like a big tub of lard, and he is! 
Spanky, however, is one tough hombre and has 
some coolio moves that will surprise you. Not 
the least of which is his bowling ball-esque 
Dash Tackle, He also fikes to get into the thick of 
it by viciously head butting his enemies, as well 
as lifting them off the ground and smashing 
them to the pavement head first, He's really a 
nice guy when you get to know him... 


Just say ‘no’ to crack (butt crack, that is) 
when you do your rolling Dash Tackle! 


y a à 
This maneuver is one we like to call 
the ‘pavement eater." 


Spanky will head butt his enemies into 
the stone age if given the chance! 


FREAK 


Formerly a Hacker, Freak has a long history of anti- 
Corporation crimes. Не has been linked with recent 
disturbances in the China Town district. 


Freak is not physically built like MacNeil or Bull, but 
he's still got some great tricks up-his-sleeves. Freak 
[сап kick like a donkey on a triple espresso and has ã 
few combat moves that will literally blow the enemy 
away. He-has grab attack r 

where he hunkers up close 
to the enemy, puts his feet 
on the victim's chest, then 
blows him or her away 

in one giant kick. It's an 
awesome move. 


Freak's Grab Attack will literally 
blow enemies away from him. 


He's a solid fighter, even he's small. 


Bu | 2 L Freak's Dash Attack is much like MacNeil's. 
Edward "The Bull" Raymond is a fugitive from: — 

а maximum security prison. He has been 
linked to the Freedom Network-and is 
extremely dangerous. 


Bull is the hand-to-hand combat specialist in 
State of Emergency. He's so big and tough 
that he can pull off a couple moves that truly 
make up for his slower speed. The big attack 
that Bull does-is-a-giant-enemy-swinging 
bludgeon where he picks up enemy soldiers 
and then swings them around his head, hit- 
ting nearby foes before tossing his victim far 
away. It’s way cool 
СЯ and we suggest you 
use it whenever Bull 
is caught in the mid- 


guys. 


He's tough all "round. 


Watching Bull pick up a single enemy, then No bull, when our man does his ring around 


pound him into the air, inspires confidence. the Corporation guard trick, enemies get 
smoked en masse! 


THEWEAPON Se 


There's a slew of weapons in the game, pretty much broken down into three categories: firearms, explo- 
sives, and hand-to-hand weapons. We'll touch on each of the weapons available to you in State of 
Emergency, and tell you a little about what they do and how best to use them. 


HAND-TO-HAND WEAPONS 


These weapons are for bludgeoning or slicing your enemies. Not only are there swords, clubs, baseball bats, 
and other "standard" weapons, but you can also pick up body parts and use them against your adversaries! 


Let's have a look at what's available. 


your БОРУ 


This one is obvious, but it should be mentioned that 
each character is fully capable of defending him- or 
herself without a weapon in hand. 


BASEBALL BAT 


The Baseball Bat is more 
= powerful than the Club, 
but the chances that 
WEN you'll drop it in close 
- combat are greater. 
- D y Still, it's a very powerful 

— — weapon that not only 

— packs a huge wallop, but 
can also hit more than one nearby enemy at a time. 


Boby PARTS 


2 As gruesome as it sounds, 
И you can actually pick ир а 
body part from a 
deposed enemy and use 
it as a weapon. While it 
might not seem practical, 
a Body Part actually will 
do more damage than 
your fists, making it a worthwhile weapon in the 
interest of efficiency. 


GUN 


If you are holding a gun, that doesn't mean you can't 
fight with it, although we suggest you don't fight in 
hand-to-hand combat using your gun as a club 
because you are likely to lose it in the battle. Still, in a 
pinch, you can fight with your gun in close hand-to- 
hand combat. 


CLUB 


The Police Club is a highly 
efficient weapon. When 
used, it can hit several 
nearby enemies at once, 
making it much more 
effective than your bare 
hands. 


HATCHET 


The Hatchet has a tenden- 
cy to separate enemy 
heads from enemy bod- 
ies. While gruesome, it 
makes your life a lot easi- 
er because you know your » 
enemies won't be getting 
up after a Hatchet attack! 
It also provides body parts 
that you can pick up and use as combat tools! 


OBJECTS 


The last set of weapons 
that you can use in-hand- 
to-hand combat are 
everyday objects that dot 
each of the four maps. 
From park benches to 
beer kegs, these items 
can be used as weapons | 
against single enemies ог as а mass weapon Бу 
throwing them into a crowd of guards: You can 
also use items to smash the windows of stores 
and damage cars! 


E ШШШ > иш 
РЕРРЕК SPRAY 


While Pepper Spray isnt exactly like the other weapons in this category, it is 
1 used primarily for hand-to-hand combat and is really only useful for immobi- 
lizing enemies, thus allowing you to beat 
them senseless or run away. It is not an effec- ¿il MP 
tive tool for dispensing of enemies on its own. 


Ge tor Tara nominari 


FIREARMS 


= These are the most fun weapons in State of Emergency, and you should note that we've included Flame 
Throwers and Tazer guns in the firearms category. 


Ак 47 
: This is our favorite weapon. It will mow down opponents in 
seconds and packs substantial stopping power. If you can get 
your hands on an AK 47, 
drop whatever else you're 
carrying and use it! 


FLAME THROWER 
= The Flame Thrower is an awesome weapon, but it doesn't knock ene- 
mies back quickly. Rather, it takes some time to burn them to death. 
For this reason, we recommend 
using the Flame Thrower for crowd 
control when you're dealing with а 
large group of enemies that are clus- 
tered close together. № you're not 
close to them, this weapon won't 
have the punch you're looking for. 


N : = 


The M16 is basically a weaker AK 47. It's also 
a great automatic weapon that is capable of 
dealing a serious blow to any Corporate threat. 


р” 


MINIGUN 


The Minigun will mow down any- 
thing that gets in its way. Its awe- 
some power is not duplicated by any 
other automatic gun in this game. 
Got 50 enemies standing right in 
front of you? How'd you like to see 
all their heads pop off at the same 
time? Use your Minigun, baby! 


A weak gun, the Pistol is still effective for some uses, especially when 
you use the Zoom to get in close and aim carefully at an enemy. 
Because it doesn't have a heck of a lot of stopping power, you'll often 
find that enemies will get close enough to you to engage in hand-to- 
hand combat despite the use of this weapon! 


SHOTGUN 


The Shotgun has incredible stopping power and will take 


down standard guards and gang members with опе shot, 
even from a distance. In semi 

crowded alleys and even Out Бий 

in the open, this is an idea! ` 

weapon. The Shotgun is a farè 

tastic all-around weapon to - 


have on your hip at any time 
in State of Emergency. 


Despite the Tazer's real-world uses, the 
State of Emergency version is capable of 
killing your enemies. As an added bonus, 
it'll work on multiple nearby enemies 
when you activate it. 


UZTI 


This is what we like to сай the ‘pocket cannon’ 
The Uzi doesn’t slow you down when you run 
with-it, and it-still packs a.considerable punch 
despite its diminutive size. Just like the AK 47 
or M16, this is a great weapon to have on 
hand. 


ExPLOSIVES 


Explosives play an important roll in the Revolution aspect of State of Emergency, but they can also come in 
handy for racking up points in Kaos mode, or just for crowd control! There are five weapons in this category, 
and here they are: 


ROCKET LAUNCHER 


This baby will take out a building în a 
jiffy! While not terribly effective against 
crowds because it can be difficult to 
aim, wheri your objective is blowing up = 
GRENAPE LAUNCHER 
* The Grenade Launcher 
is great for firing into 
| crowds to thin them out, 
- but its main use is for 
= lobbing Grenades into 
i " buildings to destroy them 
à from the inside out. 
СКЕМАРЕ 
Simply put, these are the same as what comes out of the Grenade Launcher, 


@ building or a car, this is just what the 
only you have to toss them yourself. Lobbed into an unsuspecting crowd of 
enemies, the Grenade can take out large groups all by itself, or it can be used 
like the Grenade Launcher to destroy buildings. 


doctor ordered. 
PETROL BONE 


: The Petrol Bomb can be used for а number of 
= purposes. In Revolution mode, it's mostly used to 
destroy buildings, but these weapons are also 
awesome to use on approaching groups of ene- 
mies. A single Petrol Bomb lobbed at a pack of 


Corporation thugs can make your job a heck of a 
lot easier. 


TEARGAS 


The uses for Teargas are limited, but if. M=——W4 
you want to disable large areas, this is 
> 


the weapon for you! Teargas by itself 
won't kill, but it will cause enemies 
(апа you) to drop their weapons and 
reduce visibility a great deal. 
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WEAPON, COMBAT, AND HEALTH TABLES 
MAxIMUM KILL РЕК SHOT 


Weapon - : Max Kill 

AK 47 3 l 
M16 3 = 
Shotgun 6 

Pistol 

Uzi 3 

Minigun 3 

Tazer 3 

Flame Thrower 3 

Pepper Spray 3 

WEAPON PAN AGE 

АК 47__ 80 1 

M16 50 

{ Shotgun 180 

Pistol 50 

| Uzi 40 

ES Minigun а 50 


| (Minigun decapitation chance: 0.9) 
Tazer 50 
Flame Thrower 180 


pepper Spray 10 
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А Shotgun — 120 
= Pistol i - 120 
=. Uzi = 150 
= Minigun 200 
Татег 25 
Flame Thrower 60 - 
x Pepperspray 20 - 
= Missile Safe Distance 50 


HAND-TO-HAND SORT DAMAGE 


of Combat _ 


Hand-to-Hand Basic < - 10 


combo Attack 90 
= Hand Weapon Attack 20 

: Hand Weapon Combo Attack 130 — 
BS Unarmed Ground Attack 50 

1 Armed Ground Attack - 80 
350 Attack 20 

= Small Object 60 

г Large Object - 120 


INITIAL HEALTH 


Player 1000 

Gang Member 150_ = 
Civilian 50 

Ройсе 1 120 

Police 2 180 

Soldier 240 


Corporation Suit 300 


REVOLUTION MORE 


Revolution mode is the fixed single-player portion of the game. It progresses through the four maps: Capitol 
City Mall, Chinatown, East Side, and Corporation Central. The following chapters in this guide cover the mis- 
sions associated with each map in detail. 


GENERAL TIPS 


When playing in Revolution mode, you will notice that the health val- 
ues you get from enemies vary depending on how they are killed. If 
you club enemies to death or kill them in hand-to-hand combat, you 
get 5%. If you shoot them or blow them up, you get only 2%! For this 
reason, if your health is low, it’s better to fight in hand-to-hand combat. 
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$ Patrolling Corporation officers are on the lookout for troublemakers. They will pursue and attack any- 
one carrying a weapon, so if you want to avoid a confrontation, try dropping your weapon before you 
go past them. 


When you're unarmed and surrounded by opponents, use special moves like Spin Escape to knock 
everyone down, and then escape. 


When escorting or protecting allies, focus on attacking and disarming any armed aggressors. You will 
distract your opponents from attacking your allies by attacking them yourself. 


REVOLUTION МОРЕ 
PROGKESSION TABLES 
CHARACTER PROGRESSION 


Character Мате When Character is Available — — = 
MacNeil From Start 

Libra From Start 

Spanky After completing the Mail in Mission Mode 

Freak After completing Chinatown in Mission Mode 

Bull After completing the East Side in Mission Mode 

NAP PROGRESSION 

Map Order : When is Available 


Capitol City Mall From Start 


Chinatowr After completing the Mall in Revolution Mode 
East Side After completing Chinatown in Revolution Mode 


Corporation Central After completing East Side in Revolution Mode 


in 


KOS MODE "39 


Kaos mode provides a free-for-all style of play that many gamers will like best in State of Emergency. There are 
four types of games in Kaos, and we'll briefly touch on each of them, as well as give you the tables that shaw _ 
what you must do to unlock the special areas. We've included maps with эрч Nons 50 that you know > 
where to find your weaponry. E — 
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EAST SIDE, 


= Spawn Points 


. They are as follows: Objects, Gang Members, Windows, 
hese will flash on the screen from time to у 
points for them! 


There are score multip 
у Corporation Enemies, 
EE. time, and when they do, 


liers in Kaos mode 
Buildings, and Cars. Each oft 
you can get plenty of extra 
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FIXEP TIME KAOS 


Fixed Time Kaos gives you a set amount of time, either three or five minutes, to do the maximum amount 
of damage and amass as many points as you can. 


LAST CLONE STANDING 


This mode is a blast, and it doesn't even involve you fighting with anybody. Instead, you must simply kill all 
200 enemies on a map as quickly as you can! At first, it's easy, baby! There are enemies everywhere. 
Eventually, however, it becomes hard to find them. When you get down to the last 10 enemies, you actually 
get a little red light that flashes as you get closer to your remaining targets. 
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TIMEP LAST CLONE 


This is just like Last Clone Standing, only you have just a couple of minutes to do your best! Can you get all 
200 enemies in the required time? They key is to remain on the move and avoid getting hung up on one 
enemy. Also, do not fight any enemies with your hands in this mode—it wastes far too much time. 


UNLIMITED «MOS 


Unlimited Kaos is just what it sounds like. You can cruise around for as long as you want, doing whatever 
you want--as long as you're alive. There's no limit to the time you spend! Unfortunately, this area isn't avail- 
able until after you unlock it by completing tasks in each of the four maps in Kaos mode (see tables). 


po - — و‎ — enemies 
чү үр in Kaos mode, you will notice that the health em a wende 
Š > Me n how they are killed. if you club enemies to de et only 3%. 

7 ee" — you get 6%. If you shoot them or blow them up, you 8 
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kaos NOPE PROGRESSION TABLES 


CHARACTER PROGRESSION 


Character Name .. hen Character is Auallablie on 
| MacNeil From Start 
ME Libra From Stat 
F Spanky After completing the Mall in Revolution Mode 
= Freak After completing Chinatown in Revolution Mode 
Bull _ After completing the East Side in Revolution Mode 


МАР p— — 


Map Order — — ou | uired Score 
Capitol City Mall From Start 250000 
‚Chinatown After completing the Mall in Kaos Mode 500000 

East Side After completing Chinatown in Kaos Mode 1000000 
Corporation Central After completing East Side in Kaos Mode 1500000 


UNLOCKING LAST CLONE STANDING 
(3-NINUTE GANES) 
Map Order _ When Is Available . 


Capitol City Mall From Start 100000 

{ Chinatown After completing the Mall in Kaos Mode 150000 
East Side After completing Chinatown in Kaos Mode 200000 
Corporation Central After completing East Side in Kaos Mode , 250000 


UNLOCKING LAST CLONE STANPING 
(5- шй — 


e City Mall ___ From Start — E eH 
Chinatown After completing the Mall ir in Kaos Mode 200000 

East Side After completing Chinatown in Kaos Mode 250000 - 

Corporation pp e completing East Side in Kaos мее 300000 


` BONUS GAME PROGRESSION 
Game Name Availability n 


Last Clone Standing Іп each map when both timed games for that map have been completed 


Unlimited Time When Arcade Mode has been completed in all maps. 
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THE REVOLUTION: THE MALL 


% = Mission Giver Locations 


Back Door 


Car Park > 
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You say you want a revolution? Well, you know, the revolution has begun, so stop thinking about Chairman _ 
Mao and get your whipping gear ready to go, because even though you want to change the world, you'll 3 
have to kick some butt to do it. To get your first mission, walk up to the Mission Giver that's beside you = 


$ walkthrough will 
en Mission Givers. 


n. The order in 
t's important 
ple, if you complete a 
ear the Yellow Mission Giver, 
ission Giver, However, instead 
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of jump- 
sions. 


E 
| 
| 
: 
Е 


Red Mission: Return to Base 


When you hit one of the Corporate Cops, you'll likely knock away whatever wea 
these early missions, they carry clubs. Pick up the clubs after th 


pon he's carrying. In 
> against the enemy--it will make your job much easier. 


ey fall to the ground and use them 
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Red Missions: Escort Saboteur to Safety 
Return to Base 


^^“ ~N = Enemy Attacks 


A T Four Path 


a Path of Enemy with Plans 
Back | 


CAPITOL СПУ MALL 


29 = 


ж 


Ҥуои get back to base to com 
hoard of enemies 
or to run and ma 
base. You'll be pr 
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Protect Hacker 


„ Path Back X «Enemies 4——— «initial Path 


Retrieve List 
Eliminate Executive 
Deliver the List to Maxi's 


CAFITOL CITY MALL 
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Yellow Missions: Retrieve Medical 10 Card 
Return Card to Matt's 


= Your Palh 
AETS Doctor's Path X -Intercept here 


@= Stand 


de If you kill ene 


F- death will yie 


Yellow Missions: Rendervous with Technidan 
Defend Technician from Attack 


Mad Bomber Path 


e more Mad Bomber to take out, and your health is over 80%, then you 
still survive. It's а 


blow him up with hand-to-hand combat, and 


If you have only on 
ough health, you can do it. 


h the Mad Bomber, 
but if you have en 
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CAPITOL CITY MALL 
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Yellow Missians: Escort Technician to Candy Gli 
Return to Base 


em -Mad Bomber Path 


Red Milans: Retrieve Barrel from Scooters 
Deliver Barrel to Autoshack 
Return to Base 


Message: In retaliation for bombing Macgruder's, the Corporation is going to publicly execute one of our 
operatives! Get over there and bring our man back alive! But be careful-it could be a trap! 


Pick up the Uzi and move toward the group of enemies. When you get close, 
mow them down with your weapon; this will free the Freedom Operative. 


Meet up with the Operative and then move off en 
toute to Candy Girl. This trip will be a cakewalk 
compared to what you've been dealing with lately. 
The return to your base will be uneventful. 


= AN г. 


Message: We've been trying to strike a deal with Mad Willy, the owner of the local gun shop, but he's 
afraid of Corporation reprisals. 1 need you to represent Freedom in the negotiations. Go meet him and see 
what he has to say. [Willy] So you want my help? Fine, but first | need a wee favor. Those bloody Mall 
Rats stole a priceless antique from my collection, a Katana from the Mong Dynasty. Get it back before the 
thieving bastards pawn it! 


Move over to Willy's. When you get there, he'll ask you to recover the Sword. 
There won't be any combat involved yet. 


The Mall Rats are hanging out by Scooters. Keep your Uzi in your hand and 
chug on over to the Mall Rat hangout. Be prepared to kick some major Mall Rat 
butt on the way—this is gonna be good! 


When you've used up the Uzi, the Baseball Bat will do just fine. When you've 
neutralized the Mall Rats, you'll be able to get the Sword. After you get it, take it 
back to Willy. When he sees it, you'll be free to return to base. 


Message: The Corporation has discovered our deal with Mad Willy and have sent in their 
goons to take over his shop. They're going to kill him for helping us! We don't leave our 
people hanging. Go protect his store! 


Grab the AK 47 that's just outside Willy's store, then get ready to pump some 
lead into your enemies. 


There will be several waves of attacks. Just like 
previous protection missions, your job will be to 
prevent any enemy from entering the building! You 
must defend it at all costs—if even one enemy 
enters the store, it's game over. 


Red Missions: Escort Freedom Operative to Movie Theater 


Stop Corporation interrogators from Escaping 
Defend the Movie Theater 
Escort Freedom Agents to Candy Giri 


Red минем: E edom Agent to Blossoms 
Return to Base 
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> Whenever you're defending a building, 
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every enemy (ie, taken а swing at the 
ing. Their attention will be on you, 

Em you've got their attention, the b 


it's important to note that as long as you've engaged | 
m or shot at them), they won't try to enter the build- 
so even if you're fighting eight guys, as long as 

uilding you're defending will be safe. 


m for you! 
at you, 


s that guard your target can kill hi 
et and four guards are firing Uzis 
hat they'll inadvertently kill him! 


De Sometimes the troop 
If you're near the targ 
then there's a decent chance t 


CAPITOL СПУ MALL 


Yellow Missions: Rendezvous with Hacker hy Payphones 
Protect Hacker 
Escort Hacker to Safety 
Return te Base 


„„ Enemy Path X = Enemies our Path 
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After the agents enter the Bank, you'll have to defend it. As with other building 
defenses, you'll have to make sure these cretins don't get inside! Defend at all 
costs! 


After the robbery is over and you've defended the Bank, you must escort your 
team to the Jewelry Store. There'll be a fight up by TJ's as you move toward 

7 your destination. 
Once the agents are — 
safe inside, you can A great way to defend the Bank is 


head back to to stand directly in the doorway, 
Blossoms for your 
next mission, $ 


After you return to Blossom! the Mission Giver will switch positions back to Ma . 
S, xi S. 
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Message: We're meeting a heavy weapons dealer for a major operation. This is so secret, so | can't even 
tell you what the target is... yet. | need you to make the exchange. Take the money to the arms dealer. 


Pick up the Uzi that Victor gives you, then get mov- 
ing up to the Arms Dealer. Up by TJ's, you'll have to | 
fight a few guards, so be ready with that Uzi. Many 
of the guards you're up against have shotguns, so 
when you take them down, jump on those guns 
pronto! 


The Arms Dealer is by the back door—don't shoot 
him! Talk to him and get the arms, then get ready 
for some action. Don't pick up the box just yet; 
you'll have to thin out the enemies first! 


„m 
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Stay by the back door and try to lure the enemies 
toward you. They're just around the corner by TI's, 
and they all have shotguns that'll turn you into 
hamburger in a jiffy. Once you've disposed of the 
enemies, which can take a while with cat and 
mouse fighting, grab the box and run it back to 
Maxi's. Be warned that there is another pack of 
guards in the area just above Мах! $ at the top of 
the escalator. You might want to take out these enemies just above Maxi's before you 
grab the arms box! 


Message: ! think we've got the Corporation on the run! They're rallying the last of their rein- 
forcements near the Federal Office. Now is our chance to take the Mall once and for all! There's 
а present waiting for you on the upper floor. Get over there and rain on their little parade. 


There's an AK47 in the area just above Maxi’s (up the escalator), but there's 
also a Grenade Launcher at Willy's shop! Go for the Grenade Launcher first. 


The troops are lined up 
across from 
Macgruder's. Use your 
Grenade Launcher to 
take them out en 
masse. A few will likely 
get away, so you'll have to engage in some hand- 
to-hand to mop up. When it’s all done, head back 
to Maxi's. 


Message: ! guess we've really stirred up the hornet's nest! Lookouts have spotted a major 
attack force moving to take back the Mall. Let's leave them a little surprise when they get 
here! Our people will cover you while you torch key Corporation-run shops. While you keep 
the Corporation busy, our operatives are going to launch a surprise attack on the their 
headquarters! Use whatever weapons we have left in the area under construction, on the 
other side of their Headquarters. Get to it! 


This is it, the big kahuna! This final mission begins 
with the torching of several buildings. The construc- 
tion area will now be accessible, and you'll see a 
bunch of weapons and three Molotov Cocktails 
inside. You have three chances to destroy each tar- 
get. If you fail, you must go back and start again. 


Rocket Burger is your first target. Get past the 
guards and then toss the Molotov Cocktail inside 
to destroy it. 


Each time you get a new target, You'll know when the Molotov has 
you'll have to face a group of ene- landed properly when the entire 
mies coming at you, and this time building explodes like this. 

is no exception. 


Same deal here. Take out the enemy guards and 
then torch Clothes Pour Homme. 


You can use a Molotov to take out 
these enemies if you want to risk it. 


Get away from the building once 
the Molotov has gone in. 


Now you must destroy the sister store, Clothes Pour Femme. It's time to strike 
hard against the sin of vanity! 


HÀ When lobbin ; 
8 a Molotov into a buildi : 
so that the bomb чеченде. оз "te you must aim for the windows 


wasted att. cite 8. If you hit the facade. it 
> empt and you'll likely get burned in the process Бе, 


Fight the guards and then torch the Bank. 


This is likely the most difficult store to destroy 
because the windows on the facade are relatively 
small. Still, if you line up your shot properly, you 
can take it out in one attempt. The enemies you 
face along the way are more of a problem than the 


Antique Store is. = . 
Expect a scrum on the way to the 


Antique Store. 


This is the last store you have to take out before 
the final objective. 
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This is it. Grab the Rocket Launcher and head out! 


encust ts 
аммо 5 


A well-placed shot from here can 
take out the Head Office! 


You know the drill. Take out the 
guards and then torch the store. 


It's easy to miss this throw because 
of the relatively narrow windows, 
so take your time to get it right 


There's no shortage of enemies т 
this mission, so just get into posi- 
tion and make your shot! 


Message: That's it! The Corporation is in ruins in this sector! There are reports of rioting all over the city! 
They've declared a state of emergency! The revolution is now! Long live Freedom! 
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à of it now, and : ы і 

work to crush the С ion i ‚ and there's no going back. | i 

need ai zu. in the complex streets of this ee E. on м Chinatown where you'll 
some serious Corporate butt? You bet you will, so E. n, ethic neighborhood. Will you 


= 6: MM -— ^ E m =. 
Chinatown has multiple Mission Givers on the map at once. In most cases, we will stick with 
one Mission Giver until you've completed all his missions. Sometimes, when you complete a 
mission from the Red Mission Giver, you'll be closer to the Yellow Mission Giver, SO the 
onscreen arrow will point you to him. In this guide, we stay with one color unless 
7 otherwise noted. Each mission box in this book indicates which color it is, so you 


Pe won't get lost! 


> | t 
Missions: Protect Ms. Gran 
m: Return to Base 


2 the Yellow Mis: 
O =Crate . =Drop Off | completion of 
the Yellow Missio 


Vellsw Missians: Meet the informant Behind the Rank 
Neutraltee the Informant 
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pe tray Westen Dru — А. 
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Message: The report you lifted suggests en: drug is made to — m / 
Westco Drugs is fronting the research facility. Get over there and с 
orders. Watch your back! 


Get your butt over to Westco Drugs 
and deal with the guards in front of 
it. One of the guards has a Shotgun, 
so if you can wrestle it away from 
him, it'll make your life much easier. 


L T 
After the area in front of Westco is clear, you need to move over to the 
Police Station and take out the guards there, as well. When you're done, 
you are Zh go behind Autoshack to meet an EC p 


YE 1 | 


Behind Autoshack, you'll find N rmant and a bunch of rs -— 
Bombs! Now, your job is to destroy V E^ L5 Take a Petrol, Ls 
and return to Westco. 


Гу e * 


1 : 7 

There'll be lots of enemies shooting 
at you as you rumble over to Westco 
Just make a run for it and toss the 
Petrol Bomb when you get there. 


This is йаг hap "a when you miss with Drop the Petrol. ol Bomb into | — to. | 
ko takes out the enemies eer = ior. | 


тыз - 


X = intercept Неге path of Fireworks Shop Owner 


Red Missions: — Freedom Fortes to take back Safe 
ouse 
Return to Base 


Follow and Protect Sgt. Buckland — 
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CHINATOWN 


Return to Base 


NMOL NHD 


ers on the Map—Green, Purple, 


there will be four Mission Giv 
on one color at a time. 


Ц After this mission is complete, 
st you continue working 


Yellow, and Red. For now, we sugge 


Blue Missions: Lead your "s | 

i " т to Gant Cable 
Protect Gant Cable 
Escort Team to Safety 


Green Missions: Retrieve Bomb from Fireworks Shop 
Return to Base 


CHINATOWN 


Message: There's something up, and I don't like the sound of it. One of our best men, 
Mr. Church, was sent to meet one of our informers, but he hasn't returned. He was last 
seen hear Blossoms Florist. Bring Church back here if you find him, otherwise report 
back with whatever you find. 


Chug on down to Blossoms, but 
beware that when you arrive you'll 
find out it’s a trap! You'll immediate- 
ly be surrounded by a group of ene- 
mies bent on ending your life. You 
don't have to stand and fight. In fact, 
it may be easier to just get your run- 
ning shoes on and sprint back to 
base as quickly as possible. If you 
stand and fight, you'll need to pick 
up a Shotgun from your attackers to 
have any chance at all of surviving. 


| 
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Message: This is a dark day. | just got word two other operatives have been ambushed and 
killed. We suspect one of our agents, Bishop, is the traitor, but we need proof. Bishop is at the 
Laundry, and we think he's meeting a Corporation contact. Follow him wherever he goes, and 
don't lose him! 
- P p » "ч 


After you get your instructions, fol- 
low the arrow toward Bishop. You'll 
ultimately end up in a back alley, 
and you'll find him with a bunch of 
Corporate suits. 


You'll get the okay to eliminate Bishop, but when you do, you'll also 
po to deal with the rather nasty suits that will be bent on pumping 
you full of lead. 


A 
| Bishop will try to escape, but dont — ue 
let him get away; chase him down ут 

and kill him! You'll also have to track 

down the Executive and kill him as 

well. The Executive will move slowly f 
toward the Car Park, so after Bishop 
is toast, move as fast as you can to 
intercept the Executive. When they're 
both dead, you're home free. | 


Ж = Intercept Here н. зага A T ~= Your Path | 


Message: Hey! Just in time! We've got a bad situation over at the Temple. The Corporation has raided the 
Temple, and Washington is trapped inside with the rest of our people. Take this Teargas and get 
Washington back to the Safe House. Hurry! Иете counting on you! 


NMOLY NIHSS 


Pick up the Teargas launcher and head to the 
Temple! When you get there, launch a couple 
rounds of Teargas at the guards, then dive in and 
start fighting. You'll get instructions to defend the 
Temple. 


After you've taken out the Temple guards, Washington will appear and it'll be up 
to you to get him to the Safe House. Stay close to him along the way, but don't 
worry too much because you won't meet with a lot of resistance between the 
Temple and the Safe House. 


Purple Missions: кездеги | ib оп at the West Gate 


Escort him e Saf bw. - 
ве De m N 
- | 
є 
id i 
= 
= : ne 
> 
* 
— + 


CHINATOWN 


HÀ We now switch to 
o Red Missions. 
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CHINATOWN 


TIBE 


Red Missions: Wait for Informant te get Document 
Retrieve Document from Informant 


HÀ You will now switch to the Yellow Mission Giver located near Blossoms. 
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- Destro — | 15 Shipment ш 
Yellow Missions id 
Return to Base 


2 There is now only one Mission Giver on the map, and that's the Blue Mission Giver by Protech 
© and the Toy Store. 


NMOLYNIHS 


Return to Base 
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Even though there's а 
head back to the Gree 
want to stay on track 


Red Mission Giver near Blossoms, 
п Mission Giver by Protech if you 
with this walkthrough, 


NMOLYNIHD 


Green Missions: Meet the Leader of the Jade Hill Boyz 
Destroy the Record Shop 


CHINATOWN 


| Message: You've hit them hard, but there's more to do. 
| them out! 


When you meet up with the Jade 
Hill Boyz, you'll get instructions to 
help them destroy the Killaz. Follow 
the gang out to the battlefield; the 


Killaz are waiting by the Tanker truck 
near the West Gate. Use whatever 
you've got to take out the Killaz. You 
should be able to get your hands on 
an AK 47! 


Purple Missions: Rescue Freedom 
| Escort Prison 
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Purple Missions: Meet the informant Outside 
Escort him back to the Safe House 
Eliminate the Informant 
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CHINATOWN 


Red Mission: Confront the 
East Gate 
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Gas Station 


Maxi's 


A = Mission Giver Locations 
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Тһе hast Side is i 
е your next destination, and with it wi espo! 
. = ма 
action, not to mention tougher enemies and more 2 dem. iMac 5 à nnd 


een at once. In most cases, 
lete. Sometimes, when a 
llow Mission Giver, 


Î As with the last map, this map has multiple 

| o we will stick with one Mission Giver until all 

i> mission is completed with the Red Mission 
so the arrow will point you to him. 


Mission Givers on the scr 
of his missions are comp 
Giver, you'll be closer to the Ye 


Message: Hola, Vato! We've been contacted by а Mr. Adams 
who is accused of crimes against the State. The Corporation 
has already made one attempt on his life. If we protect him, 
he’s offered us some info he thinks we'll find useful. Meet 
him outside the Theater and take him to the Safe House. 


Let the East Side missions begin! Move over to the Theater and meet up with Mr. Adams. When you get 
there, take out the guards, or they'll take out Adams! 


Your job now is to get Adams back to the Safe House. Along the way, you'll meet some significant 
resistance, so we suggest that you quickly get a weapon off of one of the guards, preferably an auto- 
matic weapon, in order to make your job easier. Check out the main map for the Safe House location. 


4018 184 


Message: Heads Up! You got Mr. Adams to safety, but now they're going after his wife! The assassins are 
hanging out by Scooters. We don't know where Mrs. Adams is, so follow them to the hit, then rescue her 
before they can finish the job. Get her back to the Safe House pronto! 


=- 
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The streets are crowed in this area, but after awhile you get used to it. Get over 
to Scooters, then watch the three assassins—don't do anything yet! 


Eventually, the assassins will start walking, and it's 
your job to go after them and follow their every 
move. As they walk down the street, you'll get a 
sudden message that tells you they've found Mrs. 
Adams. You have to step in and take them out 
before she diess - 


Once Mrs. Adams is safe, you have to get her to the Safe House. The path to 
the Safe House will not be strewn with enemies, so you can get her back easily 
in one piece. 


Message: The Corporation is running a special assassination squad out of the Bail Bonds Office. Their ' 

assassin goons are working out of this office. We need to know who else is on their hit list. One of their 

sergeants is at TJ Sports with some of his heavies. Take any documents he's carrying and bring them 

back. ! —— — — Е 
— — . yr n . — 

Get over to TJ Sports, where you'll see these guys milling around outside. Hit 2 

them hard and take down the Sergeant so that you can get the Hit List. When 

you get it, you'll get instructions to return it to base. 


| 


Unfortunately, your trip back to the 
Safe House will be perilous. There 
will be many nasty Corporation 
thugs trying to make soup out of 
your brains, so we suggest you just 
run as fast as you can for the Safe 
House! 


4418 1S¥3 


Hi You'll notice that after 
оп this map will tend 
> to the Mission Giver. 


you complete mission 
5, you won't ne i 
to attack you even after . Duda 


: be saf e 
er a mission when you're afe. Indeed, the enemies | 


trying to work your way back 


Message: The Leader of the assassination squad is at the Bus Depot. Find him and make 
sure he doesn't leave the area. 


Not surprisingly, the dudes that are at the Bus Depot are packing some serious heat, so you should at least 
have a Club in hand when you get there. Go straight for the Leader. Hopefully his protection will hit him 
with their Uzis as they try to shoot at you, making your job a heck of a lot easier. When the Leader goes 
down, mop up and get back to base! 


EAST SIDE 
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Yellow Mision: Use Отена to Destray Ball Bonds 


O =Contad ° +¢ -Mission Giver S Enemy 


mM Your Path 


It's time to switch to the Blue Mission Giver, as the Yellow dude has disappeared. 
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You can stay and fight at any time that we tell you to 
wel 


ell bite the dust if you choose this course of action. 
these situations we tell you to run from, you are 


гип, but be aware 
That said, if you ca 
a true master! 


that you may very 
n survive some of 


AMMO 16 


Г 
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next wave of 


Use your onscreen map to see where the 
d dots 


enemies is coming from; the enemies appear as re 
on your map! 


Blue Missions: 
3 Busen orta Mug шэл дыр Ha 


Destroy El Coco's with Grenades 
Return to Base 


FH It's time to switch 


Giver, as the 
, your 3 
has been filled. quota of Blue Missions 


to the Green Mission 


| Green Missions: —— at Macgruders 
| Escort her to Safety 


EAST SIPE 


Missions: Pierre while he seeks Vengeance 
аады —— 


HÀ You're now going to the Red 
Q One on the map at this point! 
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Mission Giver, which isn't hard to 


Message: Let's see what you can do here! А Corporation agent is being escorted from the 
South Gate near Autoshack. Jump him and bring me any documents he's carrying. 


Use your onscreen map to find the agent—he's a 
red dot on the screen—then go after him. It’s 
entirely possible that you'll have to get him just 
before he goes inside HQ, but it doesn't matter 
where you get him, as long as you get him! 


The road back to get the kudos you deserve will be rocky to say the least, so 
stay frosty! 


Message: Those papers you stole say there's a big Corporation meeting down at the Movie 
Theater. Our boy Cole is going to sneak in and see what they're up to. Go meet him and get 
him into the building. 


They key to this mission is to take out the guards in front of the Theater so that 
Cole can walk in unnoticed. When you get to the Theater, open up on the 
guards there, and if you don’t have a gun, take one from one of the guards. 
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Once you've thinned out the guards, turn around 

to get Cole, then take out any guards that pop out 
of the Theater for a second round of fighting. Once 
Cole's inside, you're home free! 


Y 
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Message: Cole says all the delegates are already in the Theater, so now is a good time to strike. Make 
sure there are no guards outside. Cole will cover your back. Once they're gone, take the bomb from 
behind Scooters and put it outside the Theater. We'll take care of the rest! 


Get to the Theater. If you still have 
a weapon, then you'll be in good 
shape to start. It's important to 
note that Cole is standing with the 
guards in the front of the Theater, 
So you can't just open up on them 
indiscriminately, or you'll end up 
capping Cole and ending the 
mission. Cole stands in the 
middle, so go for the guards 

on the left first, then the right. 


——————————RHÉÁM—— 


After you've iced the guards, go get the Bomb, which is just across the 
street, and place it in front of the Theater. You'll get instructions to go 
back to Scooters once you place it. 
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Red Missions: Sweep the Blast Site for Corporation 
Survivors 
Return to Base 


4418 184 


the South Gate. 


sion Giver, who is located by 


Message: Since we destroyed the Bank in Chinatown, the other banks 
have become vulnerable due to increased traffic. Our hacker, Edison, has 
developed a virus to disable the alarm systems for the Bank. Escort him to 
the ATM so he can upload it. Make sure Edison gets back to the Safe House 
when he's done. 


Edison 15 waiting by the Mission 
Giver. Pick him up and start moving 
toward the Bank, but don't hurry; 
you'll want to move slowly to protect 
your partner, 


As you round the corner by Scooters, you'll meet resistance. In this case, Edison is getting 
doused in a shower of his own blood while we try to take out the guards. 


When Edison gets to the ATM, you'll 

get the instruction to protect him as 

he uploads the virus. Get close to 

him and then turn your back to him 

so you can see the enemy coming! 

After the upload is complete, you'll 

get the message to get Edison back 

to the Safe House. Again, don't rush; № 

just walk slowly and keep your eyes adito so 


peeled. 


The path back to the Safe House is relatively Corporation-free. 
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EAST SIPE 


x The Bank Team is actually a /ot of help in this missi 
F- the enemies as You work your way back to bas, 
won't always get this type of help, so take 


on. Let them assist you in thinning out 
€, and your job will be much easier. You 
advantage of it while you can. 


We again make a Mis: 


Hi 
o to Blue. 
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sion Giver Switch, this time back 


Blue Mission: Attack the Skinz at the Rail Bridge 


nate the Skinz and Corporation Agents 


Another switch must now Red or a Yellow Mission Giver. We go with the 
Yellow one for this walkthrough. 


occur. You can take a 


Yellow Mission: Esat Prism Auto lufee te Safety 


Protect Team 
Escort Team to Candy Girl 
Retrieve Sinlen Cash and Retin to Base 
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Even though you end up 
walk will do you good! 


Destroy tie Revere Office (Tao. Dire) 


Red Missions: ä 
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EAST SIDE 


Red Missions: Kidnap Dr. Wilson at the West Gate 
Escort Dr. Wilson to Safety 
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о the Purple Mission Giver again, as the 
red missions are now complete! 


Missions: Rendezvous with Agent Price Outside the | 
ы Furniture Shop — 
Protect Agent Price 
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Message: Another of ouffügents is trying to get а report to the meeting at the Jazz Club, 
but he thinks he's under surveillance. We're gonna pull a switch on them. Meet him т 
front of the Bank, take the report, and get it to the Club! 


NT UT 


As you're making your way to the 
agent, he'll die! Get over there and _ 
pick up the report, then run it back 
to the Club, but expect heavy resist- 
ance! You can choose to stand and 
fight, but that'll be difficult, so run- 
ning is probably the best option. 


Message: We've been snitched! The Corporation is going to raid the Jazz 
Club any minute! Hold them off with everything you got while we get every- 
one out! Move, vato! 


Get the AK 47 that Hector has left for 
you and use your onscreen map to 
see which direction the enemies are 
coming from. Hunker down, con- 
serve ammo, and don't let ge 
enter the Jazz Club! 


Message: Marcus Washingtön and agent Price 
are leaving the Safe Holise. Providé gn egcort to 
their extraction point by Candy Girl. 


Just when you thought the only thing you'd have to do was defend the 
Jazz Club, this happens! Get a move on to the Safe House to pick up 
your package, and then work your way toward Candy Girl. 


(Continued on next page) There's an AK 47 by your cargo, pick it up! © 
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Along the way, you'll encounter —Ó— arren een 
some Teargas, but don't sweat it. E => dg 22 
just hang by the Safe House and 

Wait for the епегі о come to уж 
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Message: Time for some retaliation. Go clean up the Corporation garbage 
surrounding the Jazz Club. 


жщ Girl, as well as a team of 
hombres to help you out on this 
mission. Go to it! When you turn the 
corner at the Jazz Club, you'll get a 
definite ‘gunfight at the O.K. Corral’ 
feel to the situation, but don't get all | 
misty - just cap those buggers! _ 


Eliminate the Skinz : 


Blue Missions: Escort Agent Cole to the Corporation 
Eliminate any Skinz in the Area 


Provide Cover for the Explosives Expert 
Escort Freedom Agent to Safety 


Missions: Wait for the Corporation to Arrive at the 
prins Cas Station 


Destroy Gas Station 
Return to Base 


nd 


ao 
Вше Missions: Lead Skinz to Muerte 13 turf near the Video | 


— the Skinz | 


Н Another switch has occurred and you're 
now back to the Red Mission Giver—the 
Blue one is now gone. 


4 Red Mission: Attack the Corporation Guards at Gate 2 
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EAST SIDE 


Red Mission: Defend the Freedom Base 
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Message: With our base gone, we've got nothing to lose. It's 
time for one more assault against the Corporation HQ. We're 
sending in everyone we can to swamp the security outside. 


Help ‘em out! 


This is what you've been working toward, the final East Side mission! 
Ready your weapon and move over to the Corporation HQ. Along the 
way, you'll pass Candy Girl, and you'll ultimately lead the charge on the 


HQ yourself! 


There'll be heavy fighting at the Gas Station first, but don't be afraid; you 
can do it with six other guys right behind you. 


Your next objective as you approach the HQ will be to blow it up with the Rocket Launcher. The Rocket 
Launcher is to the right of the HQ doors. Grab it and let ‘em have it! 


CORPORATION CENTRAL 


This is it, the final and most difficult map in the game. Complete with complex subway systems, narrow 
alleys and indoor malls, Corporation Central will push you to your limits, but the glory of defeating the evil 
Corporation is close at hand, and you can't pass that up now! Go to it! 


Corporation Central 


Safe House 


Candy Girl 


Blossoms 


Safe House 


a.k.a. Museum 
Rocket Burger 
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Escort Team 1 to Safe House 
Escort Team 2 to Safe House 


ination, the mission will be over, so 


n route to your dest 
heir attention is focused on you and not 


ce so that t 


If even one of your crew dies e 
always try to hit each enemy at least on 
the team you're trying to protect. 


fied Missions: Destroy the 3 Corporation Vehicles in the 
South Sector 
Vehicles 


В = Petrol Bombs > = Start 


CORPORATION CENTRAL 


urge 
there, you'll have a group of allies there to | help 
you, but don't get cocky; the Corporation's gonna І 
throw a lot at you! 


There will be several waves of attackers, and after 
the first couple, you can expect to be the only 
Freedom fighter left standing. Don't 

you out. Just stand your ground, pick и 

weapons you can get your hands on, an ay into 
the attackers! 


Message: A food riot got out of hand and the Corporation has decided to put it to ап 
abrupt end. Their Death Squads are moving through the crowd. Let’s even the score. 


Get the Uzi that Shepherd has left you, then go 
straight for the nearby Death Squad—they appear 
as red dots on your onscreen map. The Death 
Squad has a Flame Thrower, so try to get that away 
from the squad member and turn it on them! 


The other Death Squad is also nearby, and they 
also have a Flame Thrower! If you still have some 
juice left in your first Flame Thrower, open it up on 
them and watch them squirm. When they're all 
dead, you can return to base. 


Message: The Killaz have finally started to reciprocate. They run a social club above 
Candy Girl, and it turns out one of their regulars is none other than Captain Burns, the 
man responsible for the recent Death Squads. When he leaves the building, take him out. 


Get moving toward Candy Girl, but beware that there are a couple of thugs that 
you will encounter along the way. At first glance, these suits don't appear to be 
interested in you, but they'll attack as soon as you pass them, so hit them first. 


Soon, Captain Burns will come out; he’s the short, fat guy with the hat. Get a 
weapon and empty a clip into his head to finish the mission, then get back to 
base. 
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Green Missions: Rendervous with the Killaz in the 
Lead the Attack oa the Skinz in the Park 
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Escort the Bank Manager to the Safe House 


Red Missions: Rendezvous with the Freedom Team in the 
Escort the Team to Blossoms 
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bring her to meet her husband in the Park. 


You can catch the Doctor's wife just as she goes 
into Clothes Pour Femme. When you get there, go 
straight after the armed detail that's escorting her. 
When you've killed these guys, you can get a move 
on to the Park with the wife. 


Message: The Doctor's wife doesn't know he's defected to Freedom, but the Corporation has 
her under tight security. She's shopping at Clothes Pour Femme. Get rid of her escort and 


Much of the trouble on the trip to the Park will 
occur near Clothes Pour Femme. Try to get your 
hands on a Club to make your job easier. When 
you get to the Doctor, you'll be instructed to get 
them to the Safe House at Rocket Burger pronto! 


Message: The Doctor tells us the Corporation is going to trigger another wave of 


Mad Bombers using their nanotech chips. If we can find the control box, he will 
switch it off and disable the triggering signal. Bring me that box! Hurry! 


The Mad Bombers will be coming at you right off 
the bat. Use your onscreen map to see where 
they're coming from, then use the AK 47 that 
Shepherd gave you to take the bombers out from 
a safe distance. 


After four rounds of Bombers, you'll find that the signaling device is in the 
Subway Station. Go down to the Subway Station and pick it up, then run it back 


to Rocket Burger! 


HÀ There's a Mission Giver 
change, this time you 
> move back to Red. 
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Red Mission: Fight the Corporation Sergeants 
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Red Missions: Retrieve Weapons from the Agent in the 
Subway 


Destroy the Courthouse 


Message: Good work! The prisoners are safely inside our Safe House and the legal estab- 
lishment is on its knees. The Corporation has sent troops to recapture the escaped prisoners. 
Prevent the Corporation from entering Blossoms! 


Get over to Blossoms, where 
you'll find one guy to help you 
and an Uzi on the ground. Use 
the onscreen map to see 
which direction the attackers 
are coming from, then hunker 
down and defend! 


The Guards coming at you are carrying M16s. You'll 
want to get one or two of those off the corpses so 
that you can continue to fight in style. There will be § 
one more large wave coming at you from the other 
side, so be. ready for it! 


Yet another switch! Go to the 
Yellow Mission Giver, my friend, 


Message: The Corporation executives are going to attempt a mass exodus via the Subway to safer 
ground. We're going to make sure they miss their ride by shutting down the subways, somehow. A sub- 
way worker has offered us information in exchange for a cash bribe. Make sure he gets the money and 
see what he has to say! 


As soon as you get down into the Subway Station, 
you'll see three suits standing around the corners 
of the room. You'll get a message to neutralize 
them, and that's just what you'll have to do! 


Finally, you'll get a message that there's one more Corporate agent in the 
Subway. Take him out and you'll be home free on this assignment. Note that 
this last agent will run for the HQ, so you'll have to chase him up the escalator. 
Try to get him before he gets to the HQ, because there are a few guards that 
will attack you up top! When you've killed the last agent, you can go back and 
talk to the subway worker, then return to base. 


Message: Cool—that was some hell of a fight. I've arranged it so that 
the next time you come by, there's only going to be one guy left moni- 
toring the power switch. Go get rid of that guy and you're home free! 


Message: So you're ready for your next mission already? Excellent. The Subway Generator doors have 
been left open. Get over there and get rid of any workmen guarding the Generator. Then shut it down. 


The action in the Subway will be hot and heavy. 
Your best bet is to try to get a weapon off of one 
of the guards and then use it on them! 


It'll be crowded, but once you kill the civilians and all the guards in here, you'll 
be done with this mission. 


Message: The military didn't appreciate the power cut to the Subway. They've sent a squad of men to 
take back the Station. You must hold them off. We're sending you some backup to help out. The Freedom 
network is counting on you! 


Pick up the Grenade Launcher, then get your homies and move toward the 
Subway Station. 


In the Subway Station, you'll 
see a truly frightening sight, a 
huge block of guards standing 
in formation waiting for you. 
As soon as you get to the bot- 
tom of the escalator, use your 
Grenade Launcher to wipe out 
as many of them as possible, 
then rush over and pick up an 
M16 to finish the job! 
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Yellow Missions: Capture the Weapons in the Park 
Defend the Park 


Yellow Missions: Lead the Corporation Troops into the 
Trap along South Street 


Attack any Surviving Enemy Troops 


3 == = 


Green Missions: eti бойнша igni thé 
Dur. E a Corpo qiti 


ran = = 


2 - 
AX 1 i «і 
Y € * Ы - 
iu Я б Е ; 
AFE э : 
a T | 
É 
bd. 


^, : 


AMMO эз 


on! 
seized control of the nation! 
егу sour personal gh and beet азе, the ime 
= { a free society, а 
| | po > and join the fight to reclaim your country 


JOIN THE REVOLUTION! 


| | Г 
' Y Comprehensive Walkthrough Ass. 
7 = leads you through all 185 Revolution missions. О 


The Corporation has 


Ж = Enemy Group -4——— - Recommended Route 


e Detailed Maps mark key ^ | 
locations, guide you through Corporation Central 
complex missions, and 


designate spawn points 
in Kaos mode. 
% 71 
V Kaos Mode Cov eveals 
how to unlock characters, 
maps, and bonus features. 


and Character Profiles, Combat 
and Health Tables 


А K 
| I" No Plus, Complete Weapon 


ISBN 0-7440-0147-1 


’ duni" aid www.rockstargames.com www.visentertainment.com 
ERES { 


5 
Take-Two Interactive Software. 
oftware Association. Copyright 2001 


52073 00147 


